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Abstract 
Games  are used in education for concentration in the class , transfering-getting  information in a easy and enjoyable way, making 
the lesson interesting. Today in the era of technology, young generation spend most of their time on playing Pc games. Some of 
these games can be considered as platforms of education. In the first year of architectural education, students complain about the 
intensive courses. The key problem is  having a nodding acquaintance with space. Before the profession education these 
games can help to create a background for space sensibility. Basic purpose of this study is to discuss chosen Pc games for the 
awareness of space before the architectural education (for anybody). These games include web-based games , city-building 
games, first / third person shooter games and sandbox games. In the light of discussed games, an architectural pc game for 
the first year architectural education as an education game is suggested. By the help of suggested game, without risking personal 
injury, students will have a chance to create spaces in an enjoyable and reasonable way, have direct relationship with the space, 
pay more attention what is taught, enhance computer using, experience problem solving.  
© 2011 Published by Elsevier Ltd. 
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1. Introduction 
Beginning towards the end of the 20 th century the evergrowing information technologies has changed the way 
students think and process information. (Çatak, 2011) As  the key stone of technology in education, computer using 
begins with preschool education and lasts throughout life.  Abilities such as technology literacy, critical thinking and 
collaboration are given in preschool education via computer education. By playing games on computer kids learn to 
communicate, gather information, organize information, share knowledge, research and explore. Furthermore 
they can solve problems in different ways so that developing critical thinking skills. Various studies are done in 
order to support the development of cooperation and team work. Kids have the opportunity of exploring by the 
problem solving programmes on computer and finally they experience longlasting and easy learning. (Aral and 
Ayhan, 2007) Young computer users usually spend their time on internet or playing games. Games played at the 
remaining times from school, can be considered as informal education. Gee (2008) says: ³,I\RXWKLQNDERXWLWLQ
some weird way, a video game is just an assessment, all you do is get assessed, every moment, as you try to solve a 
problem, and if you don't solve it, the game says 'you failed, try again', and then you solve it, and then you have a 
boss, which is a test, and you pass the test. I mean, games essentially are a form of assessment, the thing that is 
SUREDEO\ WKHPRVW SDLQIXO OXGLFURXV SDUW RI VFKRROLQJ´ Thus, games enhances  these knowledges and abilities: 
Concepts, phenomenon, principles, methodological knowledge, decision, analytical thinking, problem solving. 
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Many research shows students improve the ability of problem solving in profession by the help of games related to 
real life. :RRGEXU\DQGRWKHUVF$\DQR÷OX 
This study concerns with the space awareness in pc games via understanding the common aspects 
of architectural education. These games include web-based games , first / third person shooter games, sandbox 
games and city-building games. In the light of discussed games, an architectural pc game for the first year 
architectural education as an education game is suggested. By the help of suggested game, without risking personal 
injury, students will have a chance to create spaces in an enjoyable and reasonable way, have direct relationship with 
the space, pay more attention what is taught, enhance computer using, experience problem solving.  
2. Pc Games and Architectural Education 
Gee (2006) says: “Video games don’t just carry the potential to replicate a sophisticated scientific way of 
thinking, they actually externalize the way in which the human mind works and thinks in a better fashion than any 
other technology we have.” *DPHVKHOSVSHRSOHWRQRWLFHZKDWWKH\GRQ¶WSHrceive so familiar things; like the prior 
PLVVLRQRIQRWLFHLQDUFKLWHFWXUHdDWDN It is necessary for architectural education to update its design and 
aplication processes and keep up with the age of technology. In this context, pc games, the popular methods of new 
learning styles, help instructors to warm students towards architecture. Besides, games have common concepts with 
architectural education. Games are both attractive, OLPLWHG GHJUHH RI UHDVVXULQJ E\ LW¶V QDWXUH DQG WKH\ DUH IUHH
Moreover they are open-ended; rules may be changed by skipping levels in some species which are not competitive 
ones such as role playing and adventure games. This property of open-ended status is the most parallel idea between 
playing game and design thinking. Since design problems defy comprehensive description and offer an 
inexhaustible number of solutions, the design process cannot have a finite and identifiable end (Lawson, 2005:123). 
Today, the university education using technological advantages deals with not only concrete information, but also 
focuses on undefined phenomenon. The abstract concepts as, intuition, common sense, emotional intelligence, sense 
of responsibility, flexibility and creativity aUHEHFRPLQJLPSRUWDQW<UHNOLDQG <UHNOL.  
 
 
 
 
 
 
 
 
 
 
 
Figure 1: Pc Game process 
 
Design is also a form of research offering an action based method of advancing knowledge (Lawson, 2005: 179).  
In this sense, Pc Game Process works as an individual way between user and target, based on problem solving 
system like Design Process. Figure 1 shows the components of this process by using inputs. The user having a social 
character consist of intuation, commonsense, memory and motive of exploration, transforms knowledge into action 
and reaches the target by defining the mission, learning the rules, experiencing (built) environment.  
3. Game Review In Terms Of Architectural Space Use 
Academics divide pc / video games into different groups according to their research and topics focused. Gee (2006), 
divides into 2; massive multiplayer games (like World of WarCraft, Lineage, EverQuest, City of Heroes, and Guild 
War)and, commercial games, (games like Deus Ex, Half-Life, The Sims, Rise of Nations, SWAT IV, Civilization, 
The Elder Scrolls III: Morrowind). Squire (2003) explaines games as action games including simulations, strategy, 
role playing, sports, puzzles and adventure games. He also suggests video games in educational settings as 2 
groups ; drill - practice games(Alga-Blaster, Reader Rabbit, or Knowledge Munchers) and simulations - strategy 
games. Also games can be considered as 2 groups for PC game market; commercial games, free games (show, 
Individual way-problem solving 
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ZRUG ERDUG DQG FDUG JDPHV øELú  Another detailed grouping includes: adventure, arcade, first person 
shooter, massively multiplayer online role playing, multi user domain, platform, role playing, strategy, real time 
strategy, simulations, VSRUWVWKLUGSHUVRQVKRRWHUZHEEDVHGJDPHV$\DQR÷OX 
   
7DEOH&RPSRQHQWVRI6HOHFWHG*DPHV¶V3URFHVV 
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Decoration games 
Decorate kind of spaces 
 
Place the elements in a 
right position in 
perspective  
There are messy rooms 
to be done. 
 
Decoration is up to 
intuation, visual 
memory.  
Jane's Realty 1-2 
Buy property, build 
houses, customize 
interior, rent for profit 
 To gain the level game 
guides the user. 
 
Only roads and natural 
environment before the 
construction. 
Quality of the city 
GHSHQGVRQWKHXVHU¶V
ability of management. 
Daisy Construction 
Crew 
Decide the position of 
elements on a simple 
house facade. 
 
No technical rules 
 
 
 
Building facades and 
facade elements. 
 
 
 Choosing facade 
elements is up to 
admiration. 
 
FP
S 
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es
 
 
Max Payne 
 
 
Max Payne, the hero, 
should take the revenge 
of dead wife and kids. 
 
 
 Keep yourself energic 
and healthy, save the 
paths in memory  
 
 
 New York streets, 
buildings 
 
 
 
 
many ways to the 
target, intuation helps 
to choose the right and 
easy way. 
 
 
Crysis 2 
 
 
 Survive in a 
demolished space and 
fight with the alien 
invaders with using 
technology 
Improve your quality 
by killing the aliens 
and bringing their 
outfits. 
 
New York City, chaos 
systems, demolished 
cityscape 
 
 
 Skip the levels by 
exploring the city 
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nd
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G
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Mafia 2 
 Raise the position in 
mafia. 
 
 Speed limit in 
DXWREDQGRQ¶WDWWUDFW
police. 
Empire Bay cityscape, 
buildings, cllassical cars  
Free city exploring  
chance 
 
          GTA 4 
 
 
Raise the position in 
gang. 
 
 
 
7REHUHVSHFWHGGRQ¶W
attract police 
 
 
 
 New York City 
cityscape, buildings,  
vehicles 
 
 
 Free city exploring  
chance 
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Ceasar 4 
 Rational urban 
development and design 
Make functional 
relations between the 
urban elements 
 Natural environment 
before construction. 
 
 Urban design 
experience using 
commonsense. 
Architect 
Episode 1 
create inhabitable 
environments by 
housing & settlement 
Satisfy the citizens, 
increase the population 
 Natural environment 
(lake exist) before 
construction. 
 Decision, intuation, 
commonsense, 
exploration 
Cities XL 
 Create healthy social 
environment 
 
Bring solutions to the 
social and urban 
settlement problems 
 Free choice of real 
cities on the world.  
 
Thinking, trying to 
solve, intuation, 
commonsense  
Building Co 
 
 
 Construct a building 
construction process 
and management 
 
 Use the right 
construcion methods 
Limited time  
 
 Cityscape, site, etc 
 
 
 
 Learn by doing and 
save in memory. 
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However Pc games are divided into 4 groups according to their suitability for related age groups and architectural 
relation in this study. Web -based games as simple strategy games for children, first / third person shooter games 
and sandbox games as simulation games for youth, city building games as strategy games for the candidates of 
architects. Chosen games are reviewed due to the components of Pc Game process (Figure 1) and summarized in the 
Table 1. 
3.1. Web-based Games: Web-based games are simple and can be played online.  
Decoration games: Simple 3 dimension  free space decoration games for children.  
Jane's Realty 1-2:  Simple strategy game for children . There are several missions like buying property, building 
houses, customizing interior, renting for profit. 
Daisy Construction Crew: The aim is to replace the facade elements like window, door, chimney on the right places.  
3.2. First Person Shooter Games / Third Person Shooter Games:3d quality game guides you from the beginning to 
the end .   These games serves you  a real life simulation.  
Max Payne: The player plays the hero-Max Payne and  figths for revenge in New York streets. The game serves 
experiences in different types of buildings.  
Crysis 2: Experiencing different interior spaces in demolished New York streets  while  officiating and trying to 
survive. 
3.3. Sandbox Games: The differences from FPS games are controlling hero freely and possible face-to-face 
confrontations. The player can carry out a linear sequence of quests set by the game’s designers or can make up his 
or her own quests. 
Mafia 2: The story of the game is about mafia organization in Empire Bay city after Second World War. The 
detailed designed interior-exterior spaces with the chance of driving freely and  social relations makes the game real. 
GTA 4:  The story of the game is about a gang in New York City. The player has opportunities like city tour by 
helicopter, social life in skyscrapers and advanced transportation network. 
3.4. City Building Games: These are the games of managing choosen areas and improving strategy decisions by 
players. 
Ceasar 4:  The mission to bring urban space elements together in a meaningful way for the development of the city. 
Architect Episode 1: The mission is to create inhabitable environments by housing & settlement on given areas. 
Cities XL: The player should bring solutions to the social and urban settlement problems to Create healthy social 
and physical environment. 
Building Co: The player learn  construction methods, construction process, collobrative work during the game. 
4. Game Proposal for Architectural Education  
The games motivates the players to accomplish the goals by turning back , learning by doing in order to solve 
problems. Architecture and architectural education consist of  practices just as games. While person is playing a 
virtual role in games also an architect can be seen as a choosen character  who handles of client’s demands.In the 
light of sampled games , an architecture game for the first year Architectural education can be developed as a 
support  for Building Theory of Design Course. The course’s aim is to examine building-environment, human-
environment relations and making analysis and synthesis in the related subjects such as action areas based on the 
human dimensions and building organizations. In the context of this aim, simple 3 dimension based game asks 
students to decide the walls, window and door places due to the given climate datas. Settlement decisions will be 
given by the user freely using natural environment datas. Also a scenario of the clients’ demands exists in the game. 
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The mission is not only giving the right technical decisions about the settlement, but also  fulfilling the 
customer's request in a successful way.  
 
5. Conclusion 
    The media of the games serving learning environments full of activity, free thinking and exploration should not be 
ignored. Games play a big role for updating courses supported by advanced technology. A simulation motivates 
students to solve problems in different ways by practicing. By the help of suggested game, students are expected to 
achieve the goal fast, enjoy while playing and ache for trying again and again, feel comfortable and repair their 
mistakes easily, understand the adequate knowledge for learning easily, be motivated for problem solving.  
 
 
References 
 
Aral N., Ayhan, A. B., 2007, Computer Education on Early Childhood Period, METU Kindergarden web page  
(http://www.yuva.odtu.edu.tr/ayinkonusu/ak01.html) 
$\DQR÷OX0(2006)7KH8WLOL]DWLRQRI&RPSXWHU*DPH(QJLQHV,Q$UFKLWHFWXUH(GXFDWLRQ,78PDVWHUWKHVLVSøVWanbul. 
dDWDN*  $0RGDO3URSRVDO%DVHG2QWKH8VDJH2I&RPSXWHU*DPHVLQ'HVLJQ(GXFDWLRQ<7h,QVWLWXWHRI6FLHQFH3KG
thesis. Coordinator: Prof. Dr. Emre Aysu. øVWDQEXO 
Gee, J. P.,(2008) interview  http://www.edutopia.org/james-gee-video 
Gee, J. P., (2006). Why Are Video Games Good For Learning? Nordic Journal of Digital Literacy , Nr 03, 172-182. 
øELú(2009). Use Of Simulation in Architectural Education. <7h,QVWLWXWHRI6FLHQFH0DVWHUWKHVLV&RRUGLQDWRU$VV3URI'U%LUJO
dRODNR÷OXøVWDQEXO 
Lawson, B., (2005), How Designers Think – The Design Process Demisitified. (4th edition), Oxford: Architectural Press, Elsevier. 
Squire, K., (2003). Video Games in Education. International Journal of Intelligent Simulations and Gaming, v2,49-62.   
<UHNOLø<UHNOL H., (2004),  Informality in Architectural Design Education. Serie A: Architecture, Planning, Design,  s.3:1. 53-62. 
 
 
 
 
